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Walk The Fire Road


Elves are lone drifters, survivors of a long ago war against old monsters. 
Orcs are tribals, watching the other races closely to ensure the sleeping giants under the land are not awoken. 
Dryads and Druids are mystics, teachers, healers, trying to replant their severed roots by making communities stronger. 
Dwarves are wealthy invaders from across the seas, taking the long view, buying up the country. 
Humans are explorers, trying to balance the old ways of horse and sword with dwarven inventions.
The Fire Road are the lines of iron that the steam engines ride. 
There is another world along those tracks, where strange events and horrors lie. Walking the tracks brings weird rewards, giving an edge or imbuing a power, between the visions and the monsters. Building a town along the tracks brings either prosperity and magic to those who live there, or terror and death.
There is so much magic hidden in the earth that the dwarves crave but are too fearful to seek. 
Humans, foolish and enthralled by new creations of metal, lightning and polished steel, are sent instead. 
The elves find themselves drawn to the towns that do not prosper, and ancient dangers.